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Introduction 



It's fourth and goal at the three, you're behind by five points with less 
than a minute to play, and you want the ball. Will the coach call your 
number? Can the defense stop you if he does? 

GFL Championship Football II puts you on the gridiron. 

You'll see all the action— the crashing line play, flying tacklers, and nim- 
ble defensive backs backpedaling as they try to anticipate your 
moves— through the eyes of the quarterback, running back, or wide 
receiver. 

You're the coach who drafts your own team, then calls all the offensive 
plays. 

And you're the man on offense— the quarterback, running back, or wide 
receiver with all the right moves; the punter who'll pin your opponent on 
their two-yard line with a coffin-corner kick; the kicker who wins the game 
with a last-second field goal. 

This Player's Guide covers everything you need to know to play GFL 
Championship Football II against your computer. The first section, 
"Getting Started," describes how to load the game into your computer. 

■ 1 
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' ' Pre-Game Ceremonies' ' explains how to halt the demonstration game 
that begins automatically and how to become an "owner/coach" by 
drafting the teams — both yours and your computer opponent's — you'll 
send onto the field. It also shows how to determine how long you'll play. 

"Kickoff!" leads you through the game-opening kickoff and runback. 
This section also describes the GFL Championship Football II score- 
board and shows you how to select the offensive plays available to you. 

You' II find all the fundamentals of offensive play — running with the foot- 
ball and throwing passes— in "Running the Offense." 

"Mastering Special-Teams Play" explains the fine points of punting, 
kicking field goals, extra points, and kickoffs, and returning kicks — all 
critical areas. 

"Hints for Playing Better Football" provides tips on drafting teams, plus 
play-selection strategy, and running and passing the ball. 

Finally, there's a short glossary of football terms that'll broaden your 
knowledge of the game; refer to this section whenever you come across 
a word or phrase you don't understand. 

So pull on your pads, lace up your cleats, and button your chin strap. The 
game's on the line, and your number's been called. 
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Getting Started 

To load GFL Championship Football II into your computer, follow these 
steps: 

1 . Start with your computer turned off and the cartridge slot empty. 

2. Insert your GFL Championship Football II cartridge in the cartridge 
slot, label side up. Make sure it is inserted securely. 

3. Plug a joystick into the right joystick port. 

4. Turn on your computer and monitor. 

Some Handy Controls 

Pausing the Game 

GFL Championship Football II lets you pause play at any time during a 
game. Just type the [P] (for "pause") key to halt the action. Type [P] a se- 
cond time to restart the game. 
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Ending the Game Early 

To end a game before it's over, press the reset button on the back of your 
computer. This returns you to the opening screen, where you can press 
the joystick fire button to select new teams and begin play again. 

The joystick and fire button are the only other controls you'll need to play 
GFL Championship Football II. 



Pre-Game Ceremonies 

The Playing Field and Scoreboard 

Following the credit screen, a GFL Championship Football II playing field 
(shown from two views) and a scoreboard appear on your screen. 

The left half of the screen shows the gridiron from the players' perspec- 
tive—at ground level, where all the action takes place. The right half 
shows the field from an overhead angle, as a coach in an end-zone 
pressbox seat would see it. How to use each section of the playing field 
to your advantage is described in "Executing a Play." 
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The scoreboard displays all the information you'd find on a scoreboard 
at any stadium: 

• The names of the teams (in their respective colors, above and below 
the right-hand section of the screen) 

• The score (next to the teams' names) 

• The down, highlighted in the color of the team possessing the ball; the 
yard line the ball is on; and yards to go for a first down 

• The quarter, highlighted in the color of the team possessing the ball 

• The game clock, labeled "Time" (quarters are 15or7V2 minutes long, 
depending on your selection) 

• A 30- or 15-second play-selection clock 

The scoreboard also contains a one-line chalkboard at the bottom of 
your screen. This chalkboard serves as an "announcer," displaying in- 
formation and messages that help you play the game more effectively. 
For example, the chalkboard tells you when your ball carrier has been 
tackled, when your quarterback has thrown a completion (or intercep- 
tion), and when the football is in the air after a kickoff . You should look to 
this chalkboard after running a play or when making selections to start a 
game. 
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The Team Draft 

A few seconds after the playing field and scoreboard appear, the com- 
puter automatically begins a demonstration game, putting two com- 
puterized teams through their paces. 

To halt the demo game and begin the team draft— you select both the 
team you coach and the computer's squad — press the fire button on 
your joystick. A Select Opposing Team? message appears on the 
chalkboard, and a Yes/No prompt appears across the middle of the play- 
ing field. 

To choose a team for your opponent — that is, the computer — first press 
the fire button to select Yes. 

The roster of GFL Championship Football II teams then appears. These 
teams are all rated according to their strengths and weaknesses. When 
matched against other teams' strengths and weaknesses, these ratings 
make for highly competitive games. The ratings are based on a three- 
tiered system, with H (for high) the strongest, M (for medium) second 
best, and L(for low) the weakest ranking. The computer uses these rank- 
ings while manipulating players during GFL Championship Football II 
games. 
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Naturally, the higher-rated players and teams are more talented than the 
lower-rated ones. For example, defensive backs and linebackers with M 
ratings are better tacklers than those with L ratings. Similarly, a quarter- 
back with an H rating can outpass those with an L rating. These ratings 
are described in "Chalktalk on the Draft," which compares each team's 
abilities in seven categories. 

You can scroll through the team roster by pushing the joystick forward or 
backward, highlighting a different team's name — for example, the Ban- 
dits, Redbirds, or Seagulls— as you go. When the name of the team 
you want is highlighted, press the fire button. 

The name you selected then appears beneath the right-hand view of the 
playing field. 

If you don't care who your opponent is, move the joystick toward you to 
highlight No, then press the fire button. The computer automatically 
makes its choice, displaying the name of the team it selects beneath the 
right-hand playing field. 

The prompt Select Your Team appears, and the teams' names are 
displayed again. Study the chart in "Chalktalk on the Draft," then make 
your selection. 
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First, scroll up and down through the teams with the joystick to highlight 
your choice. Then press the fire button. 

Naturally, you can't select the same team the computer has— if you at- 
tempt to do so, a Select Different Team message is displayed on the 
chalkboard, and you are allowed to pick another team. 

The computer responds by placing your team's name above the right- 
hand view of the playing field. 

Selecting Between Normal and Fast Games 

GFL Championship Football II lets you play regular 15-minute quarters or 
abbreviated 7 1 /2-minute quarters. Use the shorter games for practice or 
when you don't have time for a full game. 

When the Select Game Speed message appears on the chalkboard, 
use the joystick to highlight Normal Game, for 15-minute quarters, or 
Fast Game, for 7 1 /2-minute quarters. Then press the fire button. 

NOTE: When you play 15-minute quarters, you'll have 30 seconds when 
on offense to select your play or you'll be called for delay of game and 
assessed a five-yard penalty. When you play 7V2-minute quarters, you 
have only 15 seconds to select your offensive play; this simulates a 
hurry-up offense and can be good practice for high-pressure games. 
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Kickoff! 



GFL Championship Football II games, like the real football games they 
resemble, begin with a kickoff. There's no coin flip, however; the 
computer-controlled team always kicks off, and your team always 
receives. 

The chalkboard warns you that the game is about to start by displaying a 
Waiting for Kickoff message. 

The kicking team, which is controlled by the computer, is in red. The 
receiving team, which is yours, is in blue. What you see after the kickoff 
depends on which view of the playing field you focus on. 

On the left, in a three-dimensional (3-D) perspective, you'll see what a 
real kick returner sees: several blocking teammates and the ball (the 
large brown rectangle) flying downfield toward you. Soon, you'll also see 
attacking defenders moving in for a tackle. 

On the right, the two-dimensional overhead view shows the two teams 
lined up at opposite ends of the field. Your team is in blue at the bottom; 
the computer's team is in red at the top. (The players and the team 
names are displayed in the same color.) In this view, the ball is 
represented by a square. 
9 
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With the exception of the kicker and the player you control with your 
joystick, each player is displayed in the overhead view as a small square. 
You control the movement of the player represented by the large blue 
rectangle. 

The kicker, represented by a red rectangle, quickly begins his approach 
to the football and kicks off, and The kick is in the air appears on the 
chalkboard. 

During the kickoff return, you might find it convenient to focus on the 
right side of the screen. The ball flies from the top to the bottom, and you 
must use the joystick to move the blue rectangle toward the ball to catch 
it. 

Move your kickoff returner until he touches the square representing the 
football to "catch" it, then run with it (the receiver becomes the large rec- 
tangle). Otherwise, a computer-controlled defender can "down" the 
ball, and you begin play from scrimmage at that point. On your screen, 
the line of scrimmage appears as a dotted green line. 

After catching the kickoff, you naturally want to avoid the pursuing 
defenders. Move the returner downfield, right, or left by pushing the 
joystick in the corresponding direction. 
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Unless your returner breaks into the open and scores a touchdown, he'll 
soon be driven crashingly into the turf, and a Tackled message will ap- 
pear on the chalkboard. 
You're now ready to begin play from scrimmage. 



Play Selection 



Plays are selected from a pop-up "window" that appears in the middle of 
the screen. 

When play begins after the kickoff , your team (in blue) is on offense, the 
computer's team (in red) is on defense, and Select a Play is highlighted 
on the chalkboard. 

To see all of the play choices available to you, push the joystick forward 
or backward. As you do, the play choices scroll up or down, with a dif- 
ferent play highlighted as you move through the list. 

Don't take too long selecting your play, however; you have 30 or 15 
seconds between plays to select a play, depending on whether you're 
playing a "normal" or "fast" game. 

Your team is assessed a five-yard "delay of game" penalty when you fail 
to call a play before the play-selection clock runs down. (You'll see Delay 
of Game Penalty on the chalkboard.) 
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Running the Offense 

Just as in real football, your goal in GFL Championship Football II is to 
score more points— via touchdowns, extra points, field goals, and 
safeties— than your computerized opponent. 

Naturally, you must follow certain rules as you play. Most of these rules 
are identical to those of regular football. For instance, while on offense, 
you have four plays to go ten yards and get a first down or you must turn 
the ball over to the computer. (The computer makes sure you don't cheat 
on this rule, automatically switching the teams when one of them fails to 
get a first down.) 

When your ball carrier is tackled, runs out of bounds, or drops a pass, the 
play is over. 

Of course, you get six points for a touchdown, three for a field goal, one 
for a point after touchdown (PAT), and two for a safety. 

Other rules apply only to GFL Championship Football II. For example, 
you can't "fake" a punt or field goal — once your team is lined up in a 
kicking formation, you have to kick the ball away. 

You'll still have plenty of opportunity to outsmart your opponent, 
however. 
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The Offensive Plays 

In plotting your offensive game plan, you can select from a variety of 
plays— long and short passes, sweeps right or left, a punt, or kicking a 
field goal— just like you would if you were playing on the gridiron. 

Some offensive plays — the power rights and lefts — are best suited to 
short-yardage gains. Others— the XYZ right and left— are geared 
toward big pickups. 

The offensive plays available to you are all run from the basic formation 
shown in Figure 1 . 

Figure 1 . The Basic Offensive Formation 

fffi) Q A Q A A ffi) 



The offensive line is made up of the center (noted by a C), a guard (G) on 
each side of the center, and a pair of tackles (T) outside of each guard. 
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In the backf ield are the quarterback (Q), who stands behind the center so 
he can take the center's snap; the halfback (H), who lines up several 
yards immediately behind the quarterback; and two fullbacks (F), who 
line up a step behind and to the side of the halfback. Two wide receivers 
(WR), who line up about ten yards to either side of the quarterback, com- 
plete the offense. 

Once a play begins, you'll be called upon to maneuver the quarterback, 
halfback, or one of the fullbacks or wide receivers (depending on your 
choice of play) with your joystick. 

Push the joystick forward to run downfield, backward to retreat from a 
defender, or left or right to move laterally toward the sidelines. 

Push the fire button to throw a pass, hand the ball off, or pitch it out to one 
of the running backs. 



Executing a Play 



All plays begin with the offensive and defensive linemen in the "down" 
position, the quarterback in place behind the center, and the running 
backs and ends ready to move at the snap of the ball. 
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The right portion of the screen shows the two teams lined up in their stan- 
dard formations, as shown in Figures 1 (offense) and 10 (defense). 

The left portion shows the quarterback's view of the field prior to the 
center snap. (See "Mastering Special-Teams Play" for information on 
punts, field goals, and extra points.) 

After you select a play, the chalkboard displays Waiting for the Snap. 
You start the play— that is, have the center hike the ball to the quarter- 
back— by pushing the fire button. That sets the players on both teams in 
motion, with the quarterback, the player you control, in possession of the 
football. (When you are on defense, the computer selects a play and 
hikes the ball automatically.) 

Your quarterback is represented in the right view of the playing field as 
the blue rectangle. The left view of the playing field shows you the field 
from the quarterback's perspective. After the quarterback dishes off the 
ball to a back or receiver, the new ball carrier becomes the rectangle, 
and you control him with the joystick. 

The defenders pursue the ball carrier while the quarterback's offensive 
teammates begin blocking or moving into position for a handoff, pitch- 
out, or pass. 
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Where and how you move the quarterback with the joystick after the 
center snap, of course, depends on the play you've called. 

On running plays, you should begin moving the quarterback toward his 
assigned spot as shown in Figures 2 through 9, ready to hand off, throw a 
pass, or pitch the ball out, as soon as the ball is hiked. 

On passing plays, you should get ready to push the fire button so you can 
hit the receiver the instant he makes his move. 

You can use either view of the playing field to help you make these 
maneuvers. The view on the right gives you an overview, and the one on 
the left gives the more intimate feeling of play. 

When you focus on the left view as you move downfield, you'll see your 
blockers and opponents in front and to the sides of you. The major yard 
lines— that is, the 20-, 30-, 40-, etc. yard lines— move toward and then 
under you as you run downfield, and as your ball carrier approaches the 
goal line, the goal posts grow larger. 

The computer automatically restarts the 30/15-second play clock and 
redisplays the play-selection screen a second or two after a tackle. To 
speed up play, you can push the fire button right after the tackle, then 
select your next offensive play. 
16 
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A dotted yellow line indicates the yards to go for a first down. 

Whenever you score— a TD, field goal, extra point, or safety— the 
chalkboard lights up and the score displayed next to the scoring team's 
name is updated. 

After you score a TD, the chalkboard tells you that you're about to kick a 
PAT. Again, you start the play by pressing the fire button. Then, after a 
PAT or successful field goal, you'll see the word KICKOFF highlighted. 
(See "Mastering Special-Teams Play" for details on these plays.) 

Running the Offense 

To be successful at GFL Championship Football II, you must understand 
the offensive plays available to you. That means knowing which 
"holes"— that is, the gaps created in the defensive line when your 
linemen throw their blocks— to hit with your running backs. It means 
learning the routes your receivers run on pass plays so you can hit them 
with accurate passes. And it also means learning when to press the fire 
button to hand off or pass the football. Like the real pros, you can perfect 
these moves only through hours of practice. 



17 



GFL Championship Football II 



Figures 2 through 9 show the offensive plays you can select from the 
GFL Championship Football II scoreboard. 

Figure 2. Fullback Flat Left 
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This play gives the quarterback the option of handing off to the left 
fullback, who runs to the hole between the left tackle and end; or tossing 
a pass to the halfback, who runs a down-and-out pattern toward the left 
sideline. 
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Figure 3. Fullback Flat Right 




This play is identical to the fullback flat right, except it's run to the right 
side of the field. 



19 



GFL Championship Football II 



Figure 4. Halfback Power Left 
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In this play, the quarterback has the option of running to the gap between 
the left guard and tackle or pitching back to the trailing halfback, who hits 
the same hole. 
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Figure 5. Halfback Power Right 
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This is the same play as the halfback power left, except it's designed to 
go to the hole between the right tackle and end. Again, the quarterback 
has the option of pitching the ball back to the halfback. 
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Figure 6. Sweep Left 
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The sweep left calls for the quarterback to run to the extreme outside left, 
with the option of pitching the ball back to the left fullback, who trails the 
blocking halfback. 
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Figure 7. Sweep Right 
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This play is the same as the sweep left, except it goes to the right side of 
the field. 
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Figure 8. XYZ Left 
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This play calls for the quarterback to throw a long pass to the left end, 
who runs a down-and-out pattern to the left sideline. 
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Figure 9. XYZ Right 
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Not surprisingly, this play calls for the quarterback to throw a long pass to 
the right end, who runs a down-and-out route to the right. 

The receivers run precise, preset routes that put them in position to 
catch the quarterback's pass. These routes call for the receiver to run 
downfield, then take a "cut" to the right or left, depending on the play 
called. 
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Turning the Ball Over 

When the ball changes hands— for example, when you fail to get a first 
down after four plays, miss a field goal attempt, punt, score, or throw an 
interception— your defense and the computer's offense automatically 
take the field. 

With the exception of your designated defensive player (shown on the 
right view of the field by a rectangle) the computer controls both teams, 
calling both the offensive and defensive plays, hiking the ball, passing or 
running it, etc. 



Defensive Play 



The computer— not you— controls both defensive play selection and 
the movement of all the defensive players but one, even when you are on 
defense. You maneuver the "key" defender, shown as a rectangle, as 
you would your quarterback: push the joystick in the direction you want 
him to go. This player typically is the nose guard, but can be another 
player, depending on the offensive and defensive plays the computer 
calls. 
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The basic defensive formation is shown in Figure 10. 
Figure 10. The Basic Defensive Formation 

© © 

© © 

© © © © © 

Up front, the base defense is made up of a nose guard (noted by an NG), 
two defensive tackles (T), two defensive ends (E), and two outside 
linebackers (L) who line up outside of and slightly behind the ends. 

Two cornerbacks (C), who cover the offense's wide receivers, and two 
safeties (S), who cover assigned areas (or zones), make up the defen- 
sive backfield. 

This is the formation popularized by the Grizzlies' former defensive coor- 
dinator Reddy Bryan, now head coach of the Hawks. Bryan developed 
this "half-zone" defense because it offers the most complete coverage 
against the two-receiver offense used by GFL Championship Football II 
teams. 
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When a play begins, the rectangular-shaped nose guard is directly over 
the offensive center, with the defensive tackles directly in front of the of- 
fensive guards, and the defensive ends across from the offensive 
tackles. Although you control only the rectangular-shaped player, all of 
the defensive players can tackle a ball carrier. 

Before the computer begins an offensive play, a Waiting for snap 
message appears on the chalkboard. During the play, the chalkboard 
also displays pitchout or pass messages and whether the computer's 
play is successful or not. 

Mastering Special-Teams Play 

Few plays are more exciting than a 101 -yard kickoff return or a last- 
second, game-winning field goal. And in GFL Championship Football II, 
as in real-life football, games are often won or lost by the play of the 
special teams — that is, the kickoff/ kickoff return, punt/punt return, and 
field goal teams. 

Mastering this aspect of your game can give you an advantage over your 
computerized opponent. 
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The object when kicking off and punting, naturally, is to make your oppo- 
nent begin his drive deep in his own territory. Fast pursuit with your 
designated tackier will help you pin the computer's ball carriers down 
before they can break away. Figure 11 shows the punt formation. 



Figure 11. Punt Formation 
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As noted earlier, you cannot "fake" a punt— once your team lines up in 
this formation, you must kick the ball. 

Kicking Field Goals and PATs 

When you select Field Goal from the play-selection list or score a 
touchdown, your team subsequently lines up in the place-kick formation 
shown in Figure 12. 
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Figure 12. Place-Kick Formation 
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In this formation, the kicker and holder are about ten yards behind the 
line of scrimmage, with the goal posts in the background. 

As in a regular GFL Championship Football II play, the center snaps the 
ball when you push the fire button. The kicker moves forward and kicks 
the ball on his own, without your assistance. 

Distance is crucial when kicking field goals. As in real football, your 
chances of kicking the ball through the uprights diminish as you move 
farther away from the goal line. These odds are controlled by actual- 
game percentages programmed into GFL Championship Football II. 
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When figuring out the distance you must kick a field goal, remember to 
add 17 yards (10 for the depth of the end zone, 7 for the ball placement 
behind the line of scrimmage) to the "yards to go" figure on the 
scoreboard. 

Returning Kickoffs and Punts 

Kickoff and punt returns are your opportunity to generate some excite- 
ment. That's because you'll be running in the open field, where it's 
usually one-on-one— just one defender between you and the goal line. 

These situations demand quick lateral movement and effective use of 
the joystick and fire button to avoid and fend off would-be tacklers. 

You must move the joystick toward the ball as it flies through the air; 
otherwise, the pursuing defenders can down the ball, leaving you in a 
"hole" to start your drive. 

Start moving your receiver forward the instant you catch the football, 
pushing the joystick forward, right, or left to avoid tacklers. 
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Hints to Playing Better Football 

Becoming a winning GFL Championship Football II player can be summed 
up in three words: practice, practice, practice! 

Perfecting Your Passing Abilities 

The passing game merits particular attention. 

Throwing the football is the most difficult skill you're called on to master 
in GFL Championship Football II. Completing passes is nor a matter of 
luck; the quarterback must throw to a specific spot, and if the ball doesn't 
get to it, then the wide receiver won't catch it. 

Memorize each of the pass patterns so you' II know exactly where each of 
the receivers will be when you let go of the ball. Then practice them over 
and over, until the plays become second nature. 
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Outcoaching Your Opponent 

Your play-calling strategies are important, too. 

The success of any offensive play depends partially on statistical 
averages based on actual real-game results. (Don't forget, GFL Cham- 
pionship Football II is a computer-controlled game that depends on 
statistics programmed into it.) 

Picking the right team for your particular skills is important, of course 
(see "Chalktalk on the Draft" for more on this aspect of the game). 

Try to think like a pro coach: What would he call in a particular situation? 

When it's third and 10 from the offense's own 20-yard line, the obvious 
call is a pass. On the first and goal at the eight, however, the offensive 
call isn't as certain. This is when your play-calling skills make the dif- 
ference between winning and losing. 
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Chalktalk on the Draft 

In general, it's usually wise strategy to draft a team with higher-ranked 
players: GFL Championship Football H's computerized odds (like the 
odds posted by bookmakers) favor the "better" teams to win. 

It's worth noting, however, that upsets do occur — last-place teams often 
beat division leaders— so drafting the highest-rated team available 
won't make you an automatic winner. 

Your play-calling abilities can easily offset any built-in edge a top-ranked 
team may have over a lower-rated opponent. 

In addition, whether or not you're a standout at throwing passes can 
determine which team you'll select. As you look at the team ratings in the 
draft, you'll note that some teams have an outstanding quarterback and 
top-rated receivers. Unless you're adept at throwing and catching the 
ball, however, this built-in advantage won't do you any good. 

Study the accompanying skill-level chart to learn each team's strengths 
and weaknesses. Then, match each of the teams against each other 
several times to get a feel for what they can and cannot do. 
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GFL Championship Football II 
Team Ratings 



Team 


Quarterback 


Running Receivers 


Offensive 


Defensive Linebackers 


Defensive 






Backs 


Line 

(Left/Right) 


Backs 


Line 

(Lett/Right) 


Bandits 


L 


H M 


M/H 


H M 


H/M 


Seagulls 


M 


M M 


M/H 


H L 


M/H 


Rockets 


H 


M L 


L/H 


M M 


H/M 


Indians 


M 


L M 


H/L 


M M 


M/H 


Mustangs 


M 


H H 


L/H 


H H 


H/M 


Tigers 


H 


H M 


H/L 


M H 


M/H 


Cougars 


L 


M M 


H/M 


M M 


H/M 


Buffalos 


M 


M H 


H/L 


M H 


M/H 


Senators 


M 


H H 


L/H 


H M 


H/M 


Pirates 


L 


L M 


M/H 


M M 


M/H 


Redbirds 


L 


H M 


M/H 


M L 


M/L 


Hawks 


L 


H H 


M/H 


M M 


H/M 


Gushers 


H 


M H 


M/H 


M M 


H/M 


Angels 


M 


M M 


M/M 


M H 


M/M 


Sharks 


M 


H L 


M/M 


M M 


H/H 


Grizzlies 


H 


M M 


M/M 


H H 


H/H 


Drillers 


H 


H H 


M/M 


M M 


M/M 


Cyclones 


H 


M H 


M/M 


L L 


M/M 


Bullets 


H 


H M 


H/H 


M M 


H/H 


Rangers 


M 


M M 


M/M 


L M 


M/M 


Note: An L rating equates to low. M equates to mefl 


ium, and H equates to high. 





35 



GFL Championship Football II 



A Football Glossary 



Football, like all sports, has its own specialized vocabulary that can leave 
the outsider or newcomer confused and bewildered. 

For instance, the words "quarterback" and "cornerback" may sound 
similar, but they actually play on opposite sides of the field (one throws 
passes, the other tries to knock them down). The following glossary of 
terms will help you become an expert football commentator. 

Backf ield: The area behind the offensive and defensive lines; generally 
used in reference to the offensive side. Also refers to the players lined up 
behind the linemen; that is, the quarterback and fullback on offense, the 
cornerbacks and safeties on defense. 

Block: Pushing a defender so he can't make a tackle. 

Center: The offensive player who lines up directly over the football. He's 
responsible for hiking the ball to the quarterback and blocking the nose 
tackle. 

Completion: Catching the football after it's thrown by the quarterback. 
Also called a reception. 

Cornerback: The defensive player who lines up on the extreme outside 
of the defense— that is, the corner— and covers a wide receiver. 
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Cut: A quick change of direction, such as running forward and then sud- 
denly shifting right or left. 

Defense: The team without the football. 

Defensive back: A defensive player who lines up several yards behind 
the line of scrimmage; the safety and cornerback are considered defen- 
sive backs. 

Defensive end: The defensive player who lines up across from the of- 
fensive tackle. His primary responsibility is to rush the passer while also 
forcing any ball carrier to the inside. 

Defensive formation: A specific alignment designed to stop the offen- 
sive team from moving the football downfield. 

Defensive tackle: The defensive player who lines up across from the of- 
fensive guard. His primary responsibility is to stop running plays. 

Down and yards to go: This refers to the number of offensive plays 
already run in a series and the number of yards needed for a first down. 
An offensive team gets four plays, or downs, in which to cover ten yards 
and get a first down; if the offense fails to cover ten yards in four downs, it 
must give the ball up to the other team. 

End: The offensive players who line up at the extreme outside of the line. 
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End zone: The areas at the ends of the playing field that are bounded by 
the goal line, sidelines, and end line. When a team moves the football in- 
to the end zone, it's awarded a touchdown. 

Extra point: The point awarded the offensive team for successfully kick- 
ing the football over the crossbar and through the uprights after scoring a 
touchdown. 

Field goal: An offensive play that calls for a player to kick the football be- 
tween the uprights on the goal post; similar to the extra-point kick, but 
worth three points. 

First down: The first in a series of four plays, called downs, during which 
an offensive team tries to advance ten yards. 

Formation: A predetermined scheme in which individual players line up 
at certain positions. 

Goal line: The white chalk line that indicates the boundary between the 
playing field and end zone. When an offensive player crosses the goal 
line in possession of the ball, he scores a touchdown. 

Goal post: The vertical posts connected by a crossbar that make up the 
goal. Set ten yards behind the goal line. 
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Guard: Either of two offensive players who line up to the immediate out- 
side of the center. His primary duty is to block the defensive tackle away 
from the quarterback or a running back. 

Half: Two quarters, or periods. 

Halftime: The intermission between the first and second halves of play. 

Hike: The word that describes the exchange of the football from the 
center to the quarterback that initiates a play. 

Hit: Hard physical contact between two players, especially between a 
tackier and a running back or wide receiver. 

Interception: A pass caught by a defensive player rather than by the in- 
tended receiver. 

Incompletion/incomplete pass: A pass dropped by the receiver or 
over- or underthrown by the quarterback. 

Kickoff: The game-opening play in which a player from one team kicks 
the football to the opposing team. Kickoffs also follow touchdowns and 
field goals and the start of the second half. 

Kickoff return: Running with the football after catching a kickoff. 
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Line: Refers to the players acting as blockers (on offense) and pass 
rushers (on defense). 

Linebackers: The defensive players lined up immediately behind the 
line. Their primary responsibility is to stop the run, but they are also call- 
ed on to drop back in pass coverage in some plays. 

Linemen: The players— both offensively and defensively— who line up 
on the line of scrimmage. 

Line of scrimmage: An imaginary line running from sideline to sideline 
through the football. Marks the boundary that separates offensive and 
defensive players before a play begins. 

Nose guard: The defensive player who lines up directly opposite the of- 
fensive center. His primary duty is to stop running plays up the middle 
and chase the quarterback on pass plays. 

Offense: The team in possession of the football on plays run from the 
line of scrimmage. 

Out of bounds: The area surrounding the playing field. Bordered on the 
right and left by the sidelines, on the ends by the back of the end zone. 
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PAT: Abbreviation for point after touchdown. The point awarded to a 
team for kicking the ball through the uprights after scoring a touchdown. 

Pass: Throwing the football downfield, usually from the quarterback to a 
wide receiver. 

Pass pattern/ route: The predetermined set of steps and directional 
changes run by a wide receiver that put the receiver in position to catch a 
pass. 

Penalty: An infraction of the rules; the only GFL Championship Football II 
penalties are delay of game and out of bounds. 

Pitchout: An underhanded pass thrown backward laterally from the 
quarterback to a running back, who then tries to run around the extreme 
outside hole in his offensive line. 

Punt: A play that calls for an offensive player standing 15 yards behind 
the line of scrimmage to kick the football downfield. Usually occurs only 
on fourth down, when the offensive team has failed to get a first down. 

Punt return: A play in which a defensive player catches a kicked (that is, 
punted) football, then tries to advance it downfield against the kicking 
team. 
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Quarter: A predetermined period of playing time equal to one-fourth of 
the game. GFL Championship Football II quarters can be VA or 15 
minutes. 

Quarterback: The offensive player who stands immediately behind the 
center, calls the signals and takes the snap, then runs, passes, or hands 
the football off to another player. 

Reception: Catching a thrown pass. Also called a completion. 

Referee: The official who makes sure all rules are followed, spots the 
ball after offensive plays, and keeps track of downs and yards to go dur- 
ing a game. In GFL Championship Football II, the computer acts as the 
referee. 

Run: A offensive play in which the quarterback or a running back tries to 
move the football downfield. 

Running backs: The offensive players who line up behind the quarter- 
back and try to move the football downfield after taking a handoff or 
pitchout. In GFL Championship Football II, these are referred to as the 
fullbacks and halfback. 
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Safety: A defensive player who lines up in the defensive backfield; his 
main responsibility is to cover the deep passing zones and then move to 
the ball after it's been thrown or carried over the line of scrimmage. 

Sideline: The white chalk line that marks the side boundaries of the play- 
ing field. 

Sweep: An offensive rushing play in which the fullback cuts downfield 
outside, behind the block of one of the tackles. 

TD: Abbreviation for touchdown. Crossing the goal line with the football; 
worth six points. 

Tackle: Has two meanings: a lineman— either offense or defense— 
who lines up outside the guard; the act of grasping and pulling the ball 
carrier to the ground. 

Uprights: The vertical sections of the goal post. The ball must pass be- 
tween these for an offensive team to successfully kick a field goal or ex- 
tra point. 

Wide receiver: The offensive players who line up ten yards away from 
the nearest other player. Their primary responsibility is to run pass 
routes that allow them to catch the football. 



43 



GFL Championship Football II 



Yard line: The white chalk line that runs from one sideline to another. 
Usually, only the major lines (for example, the 10-yard, 20-yard, 40-yard, 
etc.) are fully drawn across the field. 

Yard marker: The shaded numbers on the left side of the field; these in- 
dicate the position of the ball on the field. 
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TERMS AND CONDITIONS OF SALE AND LICENSE OF TANDY COMPUTER SOFTWARE PURCHASED 

AND LICENSED FROM RADIO SHACK COMPANY-OWNED COMPUTER CENTERS. RETAIL STORES 

AND RADIO SHACK FRANCHISEES OR DEALERS AT THEIR AUTHORIZED LOCATIONS 

USA LIMITED WARRANTY 

TANDY Software is licensed on an "AS IS" basis, without warranty The original CUSTOMER'S exclusive remedy, in the event ol 

a Software manufacturing defect, is its repair or replacement within thirty (30) catondar days of the date of the Radio Shack sales 

document received upon license of the Software The defective Software shall be returned to a Radio Shack Computer Center, a 

Radio Shack retail storo. a participating Radio Shack franchisee Of participating Radio Shack dealer along with the sales document. 

EXCEPT AS PROVIDED HEREIN, RADIO SHACK MAKES NO EXPRESS WARRANTIES, ANO ANY IMPLIED WARRANTY 

OF MERCHANTABILITY OR FITNESS FOR A PARTICULAR PURPOSE IS LIMITEO IN ITS DURATION TO THE DURATION 

OF THE WRITTEN LIMITED WARRANTIES SET FORTH HEREIN. 

Some states do not allow limitations on how long an impliod warranty lasts, so the above limiiationfs) may not apply to 
CUSTOMER. 

RADIO SHACK SHALL HAVE NO LIABILITY OR RESPONSIBILITY TO CUSTOMER OR ANY OTHER PERSON OR ENTITY 
WITH RESPECT TO ANY LIABILITY, LOSS OR OAMAGE CAUSED OR ALLEGED TO BE CAUSED DIRECTLY OR INDIRECTLY 
BY "SOFTWARE" LICENSED OR FURNISHED BY RADIO SHACK. INCLUDING, BUT NOT LIMITED TO. ANY INTERRUPTION 
OF SERVICE, LOSS OF BUSINESS OR ANTICIPATORY PROFITS OR INDIRECT, SPECIAL, OR CONSEQUENTIAL DAMAGES. 
Some states do not allow the limitation or exclusion of incidental or consequential damages, so the above limilation(s) or exclu- 
slon(s) may not apply to CUSTOMER. 

SOFTWARE LICENSE 
RADIO SHACK grants to CUSTOMER a non-onclusive, paid-up license 10 uso the Tandy Software on one computer, subject to 
the following provisions: 

A. Except as otherwise provided in this Software License, applicable copyright laws shall apply to the Software. 
8, Title to the medium on which the Software is rocorded is transferred to CUSTOMER, but not title to the Software. 

C. CUSTOMER shall not use, make, manufacture, or reproduce copies of Software except for use on one computer and as is 
specifically provided In this Software Ucense. Customor Is expressly prohibited from disassembling the Software. 

D. CUSTOMER is permitted to make additional copies of the Software only for backup or archival purposes or if additional copies are 
required m the operation of one computer with tho Software, but only to the extent the Software allows a backup copy to be made. 

E. All copyright notices shall be retained on all copies of the Software. 

Tho warranties granted herein give the original CUSTOMER specific legal rights, and the original CUSTOMER may have other 
rights which vary from state to stale. 

WARNING 

Any attempt to duplicate this product may damage it Such damage is not covered by the warranty. Please see above for com- 
plete warranty. U.P.S. or registered mail is recommendod for returns. 
Please send to: 

WARRANTY REPLACEMENTS 

Consumer Relations 

Gamestar 

PO. Box 3047 

Menlo Park, CA 94025 
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